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ABSTRACT 
 
Asriani Tahir, 2018  “Improving Students’ Vocabulary through Bingo game at 
the eight grade SMP Negeri 5 Palopo. Thesis of English 
study program of Tarbiyah Department in State Institut 
for Islamic Studies (IAIN) Palopo, Consultant, 1 Wahiba, 
S.ag.,M.Hum. and consultant, II Muh.Irfan Hasanuddin, S. 
Ag.,M.A  
 
Key Word: Improving Vocabulary, Bingo Game. 
 
This thesis about improving students vocabulary through Bingo game of the 
eight grade of SMP 5 Palopo. The problem statement of the research was the use of 
Bingo game effective in improving students’ vocabulary of the eight grade of SMP 
Negeri 5 palopo?. The objective of this research was to find out whether or not the use 
of bingo game is effective to improve students’ vocabulary of the eight grade of SMP 
Negeri 5 Palopo.  
This thesis applied pre-experimental method. The researcher got the score by 
using a test namely pre-test and post-test. The population of this research was the 
students of the eight grade of SMP 5 Palopo. The sample was taken by using 
purposive sampling. The number of sample was 22 students . 
 
The result of this research showed that there was significant difference in pre-
test and post-test after using this game. The result of the data showed that pre-test was 
51.4545 and post-test was 75.5909. the mean score of post-test was greater than pre-
test. It proved that the hypothesis (H0) was rejected and hypothesis (HI) was accepted. 
It means that there was a significance difference in teaching vocabulary before and 
after using bingo game.  
 
 
 
 
 
 
 
 
 
 
 
 
  CHAPTER I 
INTRODUCTION 
A. Background 
The relation between the research on game and vocabulary has become an 
academic interest in the field of language teaching. On language teaching the students’ 
really need vocabulary to improve their skill in learning and vocabulary can be defined 
as the set of all words that the person understands or any words that the person might 
use to compose a new sentence. The addition of a person's vocabulary is generally 
considered an important part of either the learning process of a language or the 
development of one's ability in a controlled language. School students are often taught 
new words as part of a particular subject and many adults also consider vocabulary 
formation as an interesting and educational activity.
1
 This research argues that is 
important to increase vocabulary achivement and learning activity. 
Vocabulary is one of the linguistic features that affect communication 
competence. Teaching vocabulary is important to make students able to communicate 
using the language learners. Learners have to master English Vocabulary. Before 
mastering English they will not be able to express it clearly and effectively if they do 
not master vocabulary before. English has a very large vocabulary, which adds our 
opportunities to express meaning in different styles. The students will be easy to 
express everything in their minds if they have a huge vocabulary. And help students 
improve their skills Vocabulary is a project with enormous benefits.  
                                                             
1
Ratih astipuri,.efektifitas Brain Gym dalam meningkatkan vocabulary pada anak. 
http:///etd.eprintsums.ac.id/9306/I/f100060070.  
 
 
 
 
Bingo is a game which can fasilitate the students to work cooperatively.  
According to Musmanno that bingo is a familiar game, and brings the excitement of 
fun in the classroom is a great idea. Bingo Game can build students word-recognition 
skills, develop their understanding of grammar concepts, and strengthen their spelling 
skills.
2
 
Proficiency in other aspects is not enough to ensure that a person can master 
English with limited vocabulary.  For example grammar can make correct grammatical 
sentence. In fact, we can say true sentences of grammar and other incorrect grammar. 
With lack of vocabularies, the learner can only make simple sentences and sentences 
are limited. Then, in using language, we use thousands of words to communicate every 
day. In addition to a limited number of sentences, less than vocabulary hinders 
understanding in communication. By learning the first vocabulary, learners will be 
able to communicate in English. To improve vocabulary of students, using Bingo 
Games can help them to achieve their ability.  
Teachers need something different to get students interested in teaching and 
learning with special attention in improving their vocabulary, something that can 
motivate them. To achieve these conditions, the teacher must create various and 
interesting games for the class. 
The Researcher found that, in SMP 5 Palopo especially in the second grade 
students, English learning process was not effective. This proves that, when students 
learn English especially vocabulary, they are hard to find a way to memorize it, and 
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 Musmanno, Virginia. 2003. Language Arts Bingo. USA: Scholastic Inc. 
 
 
 
 
they also cannot remember all vocabularies they have learned. 
3
 In teaching process, 
students face many problems, for example, when teacher explain some topics, some 
students looked bored, annoying their friends and they cannot be silent. Although, 
most teachers at SMP 5 Palopo have implemented some learning models including 
games but there is not enough to motivate or encourage learning vocabulary. 
In this case using Bingo Games can be an alternative solution to solve 
problems in teaching and learning process with a special attention that enhancing 
vocabulary. Bingo is right on target and accordance with the character of the students. 
For that, the researcher had a strong belief that Bingo game could improve students’ 
vocabulary mastery when teaching learning process held. Based on the background, 
the researchers is interested to conduct research under the title “Improving Students’ 
Vocabulary through Bingo Game of the eight grade of  SMP Negeri 5 Palopo” 
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Matius kendek, English Teacher at SMP 5 palopo, interview, on 18th September 2017 at SMP 5 
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B. Problem Statement  
Based on the background above, the researcher formulated the research 
question as follow:  Is the use of Bingo game effective in improving students’ 
vocabulary of the eight grade of SMP Negeri 5 Palopo? 
C. Objective of the Research  
The objective of the research is to find out whether or not the use of bingo 
game is effective to improve students’ vocabulary of the eighth grade of SMP Negeri 5 
Palopo.  
D. Significance of the Research  
1. Theoretically 
  The result of this research is expected to give contribution to the education 
as consideration and to develop the knowladge about teaching vocabulary through 
bingo game. 
2. Practically 
   The result of this research is expected to give information and as references 
for the English teachers specially in teaching vocabulary through bingo game. For the 
students to master their skill in learning through bingo game and to make creative and 
active in classroom.  
E. Scope of the Research  
The scope of the research, such as: by discipline, this research was under 
applied (English language teaching). By an activity, the research employed bingo 
game in teaching vocabulary. By content, this research focused in noun that consists of 
fruits, animals, jobs and thing. 
 
 
 
 
  CHAPTER II 
REVIEW OF RELATED LITERATURE 
A. Previous Studies 
The researcher described previous studies done by some researchers as follow: 
1. The Research conducted by Rofiqoh, in Islamic University Riau Pekanbaru in 
2010 with the title application of Active learning strategy Ala Bingo game in direct 
learning to improve the result of students’ Mathematics learning class V SDN 013 
Desa Baru. The results showed that the implementation of active learning strategy of 
bingo game style in this direct learning can improve the result of learning of 
mathematics of class V student of SDN 013 Desa Baru. It is known from the number 
of students who reached KKM increased in daily text I and II of the basic score. The 
number of students who scored low decreased in daily text I, II and III of the basic 
score, and the number of students who scored high increased in daily test III, daily 
test II and daily text I. Similarly, the average t he result of  student learning  in delay 
text I, II and III increase from the average the result of student learning on the basic 
score.
4
 
2.  The Research conducted by Nurmiati, Islamic state high school  in the year 
2013 with the title teaching Vocabulary through bingo games by using 
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 Rofiqoh, “penerapan strategi belajar aktif Ala permainan bingo dalam pembelajaran langsung 
untuk meningkatkan hasil belajar matematika siswa kelas V SDN 013 Desa baru”, 
skripsi,(pekanbaruN:UniversitasIslamRiau,2010),Http://digilib.Uir.ac.id/dmdocuments/mtk,rofiqoh.Pdf 
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Cooperative learning at fifth elementary student of SDN 61 Tondol Alla Jaya 
(A classroom action research) the results of the research show that the students 
enjoy the learning process applied by the researchers. Where, a technique used 
by researchers is a new technique and make students feel comfortable. This 
case can the research seen by the students seriousness in learning, although 
there are some of the students who participation in the learning process applied 
by researchers.
5
 
3. Dea Pradita Dyah Ayu Liberty Multi in her thesis entitled “Improving 
Students’ Vocabulary Mastery by Using Bingo Game at Seventh Grade Students of 
SMP Negeri 11 Surakarta (A Cassroom Action Research)”  The result of the research 
showed that bingo game was improved the students’ vocabulary mastery. The 
students were active and more enjoyed English class. Besides that, the students felt 
more fun in playing bingo game.
6
 
The research has in similarities with research that will be done that is using 
Bingo game as a tool in learning. And the difference in this research that is, in the first 
research (1) focus on the role of bingo game in direct learning to improve mathematics 
learning outcomes by using classroom action research and second research (2) focus to 
see the bingo game with cooperative learning to improve mastery of vocabulary of 
students by using research class action and the third research (3) focus to see the 
Bingo game to improve mastery of focabulary of students by using class action 
                                                             
5 Nurmiati S, “teaching vocabulary through bingo games by using cooperative learning  the 
fifth elementery students of SDN Tandok Alla Jaya palopo ( A classroom Action Research) skripsi 
( palopo: sekolah tinggi agama islam Negeri,2013). 
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 Dea Pradita Dyah Ayu Liberty Multi, Improving Students’ Vocabulary Mastery by Using 
Bingo Game at Seventh Grade Students of SMP Negeri 11 Surakarta. ( Skripsi: Fakultas Keguruan 
dan Ilmu Pendidikan. Universitas Slamet Riyadi, 2016)  
 
 
 
 
research. While in this research, the researcher focus to improve students' vocabulary 
by using bingo games with experimental research. 
B. The Definition of Vocabulary 
1. Definition of Vocabulary 
Hornby said that vocabulary is Total number of words, which (with rules 
for combine them) make up the language or (Range of) words known to or used 
by a person in trade, profession, etc.
7
 Vocabulary is one of language elements 
which important in English. Vocabulary is the main element for people, 
especially the students, in the process of learning, mastering and using language. 
Vocabulary is set of words in English that used to express our ideas, feeling and 
information to the others. Hiebert state Vocabulary is the knowledge of 
meanings of words. We must master vocabulary to be able using language.
8
 In 
learning vocabulary we have to know the meaning of words itself and can use it 
in sentences. Vocabulary is one of the major problems uncounted by teaching of 
English as a foreign language. Vocabulary is foundation or a basic of a language. 
In Dictionary of Education definition of Vocabulary is one of the 
components of language and that no language exist without words. Words are 
signs or symbols for ideas. There are means by which people exchange their 
thought. The more words we learn, the more ideas we should have so we can 
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Game.html. accessed on January 14
th
, 2013. 
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 Hiebert, Elfrieda H and Kamil, Michael L. 2005. Teaching and Learning 
Vocabulary, Bringing Research to Practice. London: Lawrence Erlbaum 
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communicate the ideas more effectively.
9
 Hiebert suggested that words come in 
at least two forms are oral and print. Knowledge of words also comes in at least 
two forms, receptive that which we can understand or recognize and productive 
the vocabulary we use when we write or speak. Oral vocabulary is the set of 
words for which we know the meanings when we speak or read orally. Print 
vocabulary consists of those words for which the meaning is known when we 
write or read silently. Productive vocabulary is the set of words that an 
individual can use when writing or speaking.  
They are words that are well-known, familiar, and used frequently. 
Conversely, receptive, or recognition, vocabulary is set of words for which an 
individual can assign meanings when listening or reading. We use vocabularies 
to express our ideas, felling, motivation and information to the people clearly. 
Vocabulary is each one of English subject at school that learnt by students. In 
this study vocabulary means the students’ ability in mastering any kind of words 
or stock of words such as: noun, verb, adjective, adverb, and others in teaching 
and learning process and the students know how to use in a particular way and 
regularly in their daily life. Based on the explanation above, it can be concluded 
that vocabulary is knowledge the meaning of words which come in at least 
difference form to know the meaning of words when listening, speaking, reading 
and writing, vocabulary is used to express ideas, feeling, motivation and 
information to the people clearly. 
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2. Types of Vocabulary 
   In general, the vocabulary we know can be divided into two groups - passive 
vocabulary and active vocabulary. Passive vocabulary contains all the words that you 
understand when you read or listen, but which we do not use (or cannot remember) in 
our own writing and speaking. Active vocabulary is all the words you understand, plus 
all the words that we can use ourselves. Our active vocabulary, in English and your own 
language, is probably much smaller than our passive vocabulary. In detail the 
vocabulary are divide into four types of vocabulary, those are: Active speaking 
Vocabulary is words that the speakers are able to use in speaking. 
1) Passive listening vocabulary, words that the listener recognize but cannot necessary 
produce when speaking. 
2) Passive reading vocabulary refers to words that a reader recognizes but would not 
necessarily be able to produce. 
3) Active writing vocabulary, words that a writer is able to use in writing. 
  Harmer also divides vocabulary into two types, those are: 
1) Passive vocabulary refers to words, which the student will recognize when they meet 
them but they will probably not be able to produce. 
2) Active vocabulary refers to words that students have learned. They are expected to be 
able use by the students.
10
 
Collier writes that there are words lists, one of function words and contain 
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Jeremy harmer, the Practice of English Language Teaching a New Edition, (New York: 
Longman Publishing, 1992), p.159. 
 
 
 
 
 
Words that containing basic two thousands words English vocabulary. White page and 
Thomas in Ali divided vocabulary into four kinds as follows: 
1) Oral vocabulary; consist of words actively used speech. 
2) Writing vocabulary; the word that come reading to one finger vocabulary. 
3) Listening vocabulary; the stock of woods one responds with meaning and 
understanding in the speaking of other, and 
4) Reading vocabulary; the words which one responds in the writing of others. 
Vocabulary refers to words we must know to communicate effectively. In 
generally, vocabulary can be described as oral vocabulary or reading vocabulary. Oral 
vocabulary refers to words that we use in speaking or recognize in listening. Reading 
vocabulary refers to words we recognize our use in print or the words we need to know 
to understand what we hear. Writing vocabulary refers to the words we use in writing. 
3. The Importance of Vocabulary 
Vocabulary is very important in communicating. Especially people 
communicating by using words. They come into contact with words. If someone wants 
to be able to communicate in a particular language, he should know about the language 
vocabulary. We will find vocabulary when we are studying the reading, pronunciation 
and structure of dialogue. There are always vocabulary items to be learned in all English 
language learning books in addition to reading, structure, dialogue and pronunciation. 
From the above statement it is clear that if students do not have enough voca bulary, 
they will not understand the English text well. 
4.  How to Learn Vocabulary 
 
 
 
 
  It is necessary to mention that before knowing techniques in teaching vocabulary 
to young learners, there is a thrust for teachers to get the basic understanding of how 
vocabulary is learned. Therefore, in the context of this study, the process of learning or 
acquiring lexical items would be referred to.  
 First and foremost, it should be noted that how vocabulary is learned does not 
merely refer to knowing a word or a phrase but it also requires the acquisition of  that 
knowledge. Every day you hear or read many new English words. You also find them in 
your dictionary when you are translating from your own language. You can’t possibly 
learn all these new words, so your first problem is to decide which ones to concentrate 
on. Here are some suggestions: 
1) Learn the words that are important to the subjects you are studying  
2) Learn the words that you read or hear again and again  
3) Learn the words that you know you will often want to use yourself  
Do not learn words that are rare or not useful (your teacher can help you with this). 
Once you have chosen which words to learn, you next have to decide how you are going 
to learn them. Here are a few ideas: 
1) write the words in a notebook (with their translations or definitions)  
2) write the words and definitions on small cards  
3) say the words many times (if you have an electronic dictionary you can hear 
how the word is pronounced)  
4) put the words into different groups (you could use a graphic organizer)  
5) write them in a file for use with a computer program  
6) make associations (in pictures or with other words)  
 
 
 
 
7) ask someone to test you  
8) use the words in your own speaking or writing. 
       Some students put a tick or cross in their dictionary next to every word they look 
up. The next time they turn to a page with a marked word, they quickly check to see if 
they remember the meaning of that word. In all of the above ways, you are doing 
something with the words. 
 It’s usually not enough to just read through a list of words with their definitions 
or translations and try to remember them. Most students find that they memories words 
better if they do something with them.  
Even better is to try and learn the word in a typical combination with other 
words. Learning that to apologize means to say sorry is a good start, but it's much better 
to learn a whole expression containing the word, e.g. He apologized for being late. Not 
only is this often easier to remember, but you are also learning some very important 
information on how the word is used.  Usually the first things you learn about a new 
English word are what it means and its translation in your own language. But there are 
other things you need to find out before you can say that you know a word like a native 
speaker does. For example, you have to learn: 
1) how it is spelled  
2) how it is pronounced  
3) how it is inflected (i.e. how it changes if it is a verb, noun or adjective) 
4) other grammar information about it 
5)  how it collocates (i.e. what other words are often used with it) 
6)  if it has a particular style or register 
 
 
 
 
  According to Likelier that: The most effective way to increase your vocabulary 
is to read often and widely, More your read, and more different kind so writing you 
read, more new words you will acquire.
11
 
Harmer states that are three activities, which are designed to teach practice word 
they are:
12
 
1) Presentation  
  There are many occasion when some from of presentation or explanation is best 
way to being new into the classroom, such as picture, reality, and contrast. 
2) Discovery 
  Students will be using their bilingual dictionaries, so they will find the meaning 
of words. 
1) Practice  
Using new vocabulary, this is known in real communication, so it would not be 
forgotten easily.   
5. Vocabulary selection 
Teaching vocabulary is an important at of language and it must be done 
carefully. The English teacher should know which words are important to learn because 
many will not be useful to the students. Useful words are the word that occurs 
frequently in everyday English. 
To select the important vocabulary, means that we choose the actual words that 
can be used by the students. In this case, before teaching it, the teacher should select the 
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vocabulary students’ need. The vocabulary needed by students is the vocabulary that 
can be used for the language performance. For example: vocabulary for thinking, for 
communication, or for human relation in the class particularly and accept generally. 
Jeremy harmer in his book The Practice of Foreign Language States that: A 
general principle of vocabulary selection has been that of frequently. We can decide 
which words we should teach based on how frequently they are used, are the ones we 
should teach first.
13
 
Primary criteria for the selection of vocabulary for auxiliary or support 
instruction in English should be the student’s need to know the word, the opportunities 
the students will have to use and repeat them, and he extend to which the students are 
also can be interested in the word’s referents their relevance. These are criteria which 
the vocabulary selection of no commercially available ESL (English Special Language) 
material in completely satisfies for specific students in specific context. 
Fully content in language that is needed as a medium for learning must be 
selected, arranged in sequence, taught by educators within than content who are 
sensitive to their students specific need, opportunities, and interest. To repeat, one 
primary consideration in vocabulary selection is the content vocabulary of whatever 
subjects are being studied in English. 
 The need to know these content lessons, and interest in any subject will surely 
be enhanced by better understanding of the convey it. Therefore, an English teacher in 
this case needs to rely on certain of vocabulary selection in order to meet of various 
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goals and conditions. In connections with reading material, selection of vocabulary 
should be considered by the teacher especially for the first stage of English instruction. 
The teacher should relate the vocabulary to the first stage of English instruction. 
The teacher should relate the vocabulary to the particularly situation where is going to 
be use. When deciding upon the reading material for boy and girl, particular in the 
lower grade, the teacher should consider not only the choice the words but also the 
proportion of new words, and amount repetition in provided at appropriately spaced 
intervals. 
After knowing the aims of vocabulary selection, it is crucial to discuss criteria 
under which vocabulary items are selected. For general, guideline, word frequency can 
be used as an important criterion of vocabulary selection for language testing. The 
criteria should also be considered. Honey Field in Munakib says that in practice, 
availability, familiarity coverage, etc. tend to be used as the supplementary to 
frequency, with frequency list continuing to function as the reference or strafing pant. 
Teaching vocabulary is an important part of language and it must be done 
carefully. The English should know which words are important to learn because many 
words will not useful to the students. Useful words are he words that occur frequently in 
everyday English. 
6.  Vocabulary Learning Process 
Students’ achievement in understanding and classifying the vocabulary being 
learned should be continually improved. The vocabulary learning process will improve 
the learners’ mastery on words. This process should precede the application of the 
vocabulary use both inside and outside the class room. So, the vocabulary that has been 
 
 
 
 
mastered by students is able to understood, generalized and implicated in a well 
communication. 
Then, the result of study in the part of teaching and learning process will be 
related to cognitive or affective process, Concerning to this, improving the vocabulary is 
one of technical learning process. Learning is the activity where anyone process or 
collects the change manners in their selves, and that change manners is the active one to 
get the prospect of life. 
C. Game  
1. Definition of Game 
According to Risnawati in Salina Pasiangan, game may be defined as a form 
of play governed by certain rules on convention. They are meant to be enjoyed 
wherever they are played.
14
 Game is a teaching media that can be used in teaching 
vocabulary. They are enjoyment in the language lesson. Many teacher find game 
become a strong classroom tool for foreign language students’. Students’ can often 
get bored with books and whorksheets. Using Game and interactive tools can keep 
students’ focused on learning for extended periods. 
D. Teaching Vocabulary Through Game 
1) Game is form of play or sport with rules. 
2) Game is sports, esp. Athletics competitions. 
3) Game is singe part of match in tennis, etc. 
4) Game is children activity when they play with toys, pretend to be else,etc. 
5) Game is activity or business. 
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6) Game is secret plan or trick. 
7) Game is animal or bird hunted for sport or food.15 
Prensky points out that play have a deep biological, evolutionarily important, 
function, which has to do specifically with learning: Games are a form of fun, Games 
are form of play, have rules, have goals. That gives us motivation, Games are 
interactive, Games are adaptive, have outcomes and feedback, have win states, Games 
have conflict/competition/challenge/opposition, Games have problem solving, Games 
have interaction, Games have representation and story.16 
The game is a natural necessity which appears in each individual. The game can 
arouse pleasure and enthusiasm within someone. Games are one of strategy that can be 
used in improving tenses. Game is enjoyment in the language lesson. Many teacher find 
game is effective to apply in classroom for foreign language learning. Sometime student 
get bored with books and worksheets. Using games and interactive tools can keep 
student focused and learning for extended periods.
17
 
A game is instructed playing, usually undertaken for enjoyment and sometimes 
used as an education tool. Games are distinct from work, which is usually carried out 
for remuneration and from art, which is more often an expression of aesthetic or 
ideological element.  
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A game is player contest that have interaction me other by followed certain rules 
to get certain purpose. Games allow student to: word cooperatively, complete with each 
other, strategize, think in a less stressful and more productive environment, and al low 
people to have fun. 
E. The Concept of Bingo Games 
1.  Definition Bingo Game 
  In order for learning vocabulary class more meaningful and fun for the students, 
then the researcher tried to apply a Bingo games. The game is a numbered table, where 
if students can solve the problem correctly in a series horizontally, vertically, or 
diagonally, it will get points that will affect the value of the group. By playing the 
students easier in learning and motivated which in turn can improve students' ability 
and activities. Melvin L. Siberman mentioned that this method helps recall the terms 
that students have learned during their course by using the bingo game format
18
 
  Bingo has the potential to make foreign language vocabulary learning 
interesting, challenging, student-centered, and collaborative.
19
 Another opinion 
mentions that the basic idea of bingo games is to encourage students learn and repeat 
lessons. Bingo is a playable game by all students in class or divided into small groups. 
Teachers can become The Caller or the reader, but not close the possibility that the 
student can become The Caller or the reader about. The Caller is assigned to read out 
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 Finch, A. (2006). Meaningful vocabulary learning: interactive bingo. 2006. Taiwan: 
Kyungpook National University. 
  
 
 
 
 
related questions with teaching materials about the learned vocabulary
20
. In addition to 
these games, it is expected that the learning process can accommodate students to 
work together, tolerance, mutual respect, able to control emotions, communicate and 
be creative in learning, making it easier to master English lesson material.  
2. Procedure of Bingo Game 
 Melvin L. Siberman also mentions related procedures and variations of Bingo 
game methods, among others.
21
 
 Make table 3x3 and arrange 9 the questions about lesson that has been learned 
 Read the question based on the number. Each group had a peace of paper and the 
students drew a table by three rows and three coloum until made 9 squares. 
 If one group reaches three answers correctly in a line (vertically, 
Horizontally, diagonally), the group can shout “BINGO” and get the point. 
The game continued until 9 spaces were filled.  
3.  The Importance of Bingo Games 
The Importance of the game learning a new language can be a difficult journey. 
However, the reward is being able to communicate with a new country or community 
culture. The process of learning a new language takes time. This is a challenge. In the 
past, many new languages were taught in traditional, direct translations, formats that 
lecture as, present, new theories, methods, and strategies are being adopted into 
language learning programs. 
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Learning a new language should be fun, interactive and engaging. The use of 
models in a learning environment will not only change the class dynamics, but will also 
rejuvenate students and help the brain to learn more effectively. The brain is the muscle 
like the other. Needs to work, tested and put into a competitive situation. The more 
interesting and interactive teachers can make the learning environment, the more 
teachers try to introduce the models and activities, the more teachers change shape and 
manipulate both language and environment, the better the situation for learners. Games 
allow students to: work cooperatively, compete with each other, strategize, think in 
different ways, compare and share knowledge, learn from others, learn from mistakes, 
work in less stressful and more productive environments, and enable people to having 
fun. Do not forget, learning a new language should be a fun and challenging experience. 
So when you take the challenge to learn a new language, enjoy it. Have fun, smile a lot, 
make new friends, talk a lot and play lots of games. 
4.  Advantages and Disadvantages of Bingo Game 
Using Bingo Games as a strategy have some advantages they are:
22
  
1. Bingo game is a game that suitable for all ages.  
2. It can give more motivation while learning how to play.  
3. The game is able to help the students remember some vocabularies which are 
difficult to be memorized 
4. It can improve the ability to cooperate with each other (if using groups).  
5. It can invite students to think quickly 
6. It can influence students to be more creative and active 
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And Bingo game has disadvantages too, and here they are:  
1. Makes the class difficult to be controlled  
2. Students will be asked to make games continuously more than the material. 
F. Theoretical Framework 
Vocabulary is an important part of the language. In teaching vocabulary there 
are many ways that can be used. But in this case the researcher uses the bingo games in 
teaching vocabulary. Based on the above descriptions, the study focused on the 
effectiveness of Bingo game in vocabulary teaching. 
The concept framework in this research is as follows: 
 
 
 
 
 
 
 
 
 
 
 
 
 
BINGO GAME 
 
   Rich Vocabulary Think quickly  Suitable for All Ages 
  Work Together  Creative and Active 
STUDENTS’ VOCABULARY IMPROVEMENT 
   Things      Jobs      Fruits   Animals 
 
 
 
 
In the diagram above is classified as follows : 
There are several ways to develop a student's vocabulary such as using a bingo 
games. In teaching vocabulary, the teacher has made students interested in Learning. 
Due to the importance of vocabulary expansion in students in novice student learning 
because English teachers need to find some effective ways of teaching vocabulary. One 
effective way of learning vocabulary learning is considered useful if the students’ 
teacher creates good situations and cooperation. With the Bingo games used in the 
learning process make good situations (fun and funny), effective teaching vocabulary 
can improve vocabulary.  
G.   Hypothesis 
The hypothesis of the research are formulated as follow: 
1. (Ho): Teaching vocabulary Bingo game is not effective way to improving student’ 
vocabulary at SMP 5 Palopo. 
2. (H1): Teaching vocabulary Bingo game is effective way to improving students’ 
vocabulary at SMP 5 Palopo. 
 
 
 
 
 
 
 
 
 
 
 
 
CHAPTER III 
METHOD OF THE RESEARCH 
A. Method 
In this part, researcher applied a pre-experimental method. It aimed to know the 
improvement of students vocabulary by using Bingo game. 
B.  Research Design 
The Researcher applied pre-test and post-test design. It aim to find out whether 
the use of a Bingo game can be effective in improving vocabulary of the students or not. 
The design is present as follows: 
The design of this research is described as follows:
23
 
 
 
 
 
Where: 
O1: Pre-test 
X: Treatment 
O2: Post-test 
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O₁       X      O2 
 
 
 
 
C.  Population and Sample 
1. Population 
The population of t he research was taken from all of the eghth class students’ 
SMP Negeri 5 Palopo. They were divided into six classes and the total number of 
populations were 180 students.   
2. Sample 
The Researcher used purposive sampling to take one class because in eight grade 
SMP Negeri 5 Palopo consists of  VIII.A, VII.B, VIII.C, VIII.D, VIII.E and class 
VIII.F. The researcher focused on class VIII.E of the eight grade of SMP Negeri 5 
Palopo. Because this class still lack of vocabulary. So, the researcher  took  22 student’s 
as samples in this research.  
D.  Instrument of the Research 
 The intsrument of this research was test. The kind of test was vocabulary test 
where the test consist of pre-test and post-test. 
E. Data Collection Procedure 
The data collection procedure as described below: 
1. Pre-test 
Before giving some information and explanation of Bingo game, the researcher 
gave pre-test to the students’ to know how students’ previous knowledge in vocabulary. 
 
 
 
2. Treatment 
 
 
 
 
After giving pretest, the treatment gave in fourt meetings. Here was the detailed 
explanation :  
1. The first treatment held on Saturday 28
th
 July 2018. The  researcher gave 
teaching material about animals. 
2.  The second treatment  held on Monday 3
rd
 July 2018. The researcher gave 
teaching material about fruit. 
3. The third treatment held on Friday, 3
rd
 August 2018. The researcher gave 
teaching material about the job / profession. 
4. The last treatment held on Saturday 4
th
 August 2018. The researchers gave 
teaching material about things. 
The steps of using Bingo game as follows: 
a. The first step, the researcher explained about Bingo game 
b. The second step, the researcher divided students into 4 groups. Each group 
had a peace of paper and the students drew a table by three rows and three 
coloum until made 9 squares. Then students wrote randomly number 1 until 
9. 
c. The third step, the researcher gave key words about the lesson and describe 
according of material presented. 
d. The fourth step, the group which faster to finished the game must shouted 
"BINGO". The students demanded for active and work together in each 
group. 
e. The last step, the group was not completed the game, got punishment based 
on students. 
 
 
 
 
3. Post-test 
After giving treatment, the researcher gave post test. The researcher gave post 
test that aims to find out the students’ vocabulary improvement after giving treatment.  
F.  Technique Analysis Data  
In analysing data, the researcher used the following procedure:  
1. Analyzing the raw data of present. Each of the students correct answer got 1 and the 
wrong answer got 0. 
2. Raw scores were converted to a set of core maximum of 100, using the following 
formula: 
Score = 
                        
             
 x 100 
3. Score or the test is classified into criteria as follows: 
a. 80 to 100 are classified as very good. 
b. 70 to 79 is classified as good 
c. 60 to 69 are classified as enough. 
d.  50 to 59 are classified as less. 
e. 0 to 49 is classified as failed24 
4. Calculating the mean score, standard deviation, frequency table and test between 
vocabulary achievement of the experimental by using SPSS statistics 22 for 
windows evaluation.  
5.  Criteria of hypothesis acceptability 
tᵒ > tᵗ : Reject null hypothesis  
tᵒ < tᵗ : receive null hypothesis25 
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CHAPTER IV 
FINDING AND DISCUSSION 
 
This chapter consist of two parts. The first part is finding of data analysis and the 
second is description of the finding or discussion. This chapter also discussed the result 
of the research, which comparing between theoretic and aplication in educational 
institution.   
A. Findings 
The findings of this research was show to describe the result of the data that were 
analysed statiscally. It comprised of the students’ score in pre-test and post-test, 
classification percentage of students’ score in pre-test and post-test, the mean score and 
standard deviation of students’ pre-test and post-test, the mean score and standard 
deviation of students’ pre-test and post-test. 
1. The Analysis of  students’ vocabulary score in pre-test 
In this section, the researcher showed the complete score of the students 
vocabulary in pre test. the researcher would present them in the tables and calculate 
the score by using SPSS 22. It tabulated by following table. 
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Table 4.1 
The score of the students’ in the pre-test 
Student  Correct answer  Score  
R1 18 60 
R2 15 50 
R3 14 47 
R4 15 50 
R5 18 60 
R6 13 43 
R7 20 67 
R8 12 40 
R9 15 50 
R10 8 27 
R11 23 77 
R12 15 50 
R13 12 40 
R14 18 60 
R15 20 67 
R16 14 47 
R17 18 60 
R18 15 50 
R19 20 67 
 
 
 
 
R20 13 43 
R21 8 27 
R22 15 50 
 
For looking the mean score of students’ vocabulary in pre-test, the researcher 
calculated it by using SPSS 22. The result was presented in to the table descriptive 
statistic as follows: 
 
Table 4.2 
The mean score of students’ vocabulary in pre-test 
 
Descriptive statistic 
 
 N Minimum Maximum Mean Std. Deviation 
Pretest 22 27.00 77.00 51.4545 12.58013 
Valid N (listwise) 22     
 
Table 4.2 showed that the highest score of students was 77.00 and the lowest 
score was 27.00. besides, it also indicate that the mean score of students vocabulary in 
pre-test was 51.4545  and the standard deviation error was 12.58013 
In other side, the researcher also wrote the students scoring classification of the 
frequency and percentages of the result students score in the pre-test can be seen in the 
table follow. 
 
 
 
 
 
 
Table 4.3  
Scoring classification in pre-test 
 
No 
 
Classification 
 
Score 
Pre-test 
frequency Percentage 
1 Very good 80-100 - 0% 
2 Good 70-79 1 4,55% 
3 Enough  60-69 7 31,82% 
4 Less  50-59 6 27,27% 
5 Failed 0-49 8 36,36% 
 Total  22 100% 
 
Based  on the table 4.3, it can be seen that before giving the treatment. There 
were none of students got “very good. There was 1 students (4,55%) obtained “good ” 
classifications, there were 7 students (31,82 %) obtained “enough” classificatins, there 
were 6 students’ (27,27%) obtained “less” classifications, there w ere 8 students 
(36,36%) obtained “failed” Based on the data above, it can be seen that the students got 
failed, and less more than the students got enough and good score. It can be concluded 
that the students vocabulary were still low. 
 
 
 
 
 
 
 
 
 
 
 
Table 4.4 
The score of students’ in the post-test 
Student  Correct answer  Score  
R1 24 80 
R2 23 77 
R3 18 60 
R4 24 80 
R5 16 53 
R6 20 67 
R7 26 87 
R8 25 83 
R9 18 60 
R10 21 70 
R11 25 83 
R12 18 60 
R13 27 90 
R14 24 80 
R15 21 70 
R16 25 83 
R17 26 87 
R18 27 90 
R19 25 83 
 
 
 
 
R20 18 60 
R21 23 77 
R22 25 83 
 
Table 4.5 
The mean score of students’ vocabulary in post-test 
Descriptive statistics 
 
 N Minimum Maximum Mean 
Std. 
Deviation 
Posttest 22 53.00 90.00 75.5909 11.19379 
Valid N 
(listwise) 
22     
 
Table 4.5 showed that the highest score of students of students is 90.00 and the 
lowest score is 53.00. Besides, it also indicated that the mean score students correct 
answer in post test is 75.5909 and the standard deviation error is 11. 19379.  
In other side, the researcher also had written the students’ scoring classification 
of the frequency and percentage of the result students score in post-test can be see in the 
table below: 
 
 
 
 
 
 
 
 
 
Table 4.6 
Scoring classifications in post-test 
 
No 
 
Classification 
 
Score 
Pre-test 
frequency Percentage 
1 Very good 80-100 12 54,55% 
2 Good 70-79 4 18,18% 
3 Enough  60-69 5 22,72% 
4 Less  50-59 1 4,55% 
5 Failed 0-49 - % 
 Total  22 100% 
  
The table showed the students score classifications in post-test. The data above 
describe there were 12 students (54,55%) achieved very good classifications, there were 
4 students (18,18%) achieved good classifications, there were 5 students (22,72%) 
achieved enough classification, there was 1 student (4,55%) achieved less classification 
and there was none student achieved failed classification. It means that the students 
vocabulary ability was improved after treatment. 
 Beside that, the researcher also would present the total mean score and standard 
deviations of in pre-test and then compare both of them. The result would be presented 
into the table descriptive statistic as follow: 
 
 
 
 
 
 
 
 
 
Table 4.7 
The mean score and standard deviations of pre-test and post-test  
Descriptive statistics 
  
N 
 
Minimum 
 
Maximum 
 
Mean 
 
Std.devition 
 
Pretest 
 
Posttest 
 
Valid N 
(listwise) 
 
22 
 
22 
 
22 
 
27.00 
 
53.00 
 
77.00 
 
90.00 
 
51.4545 
 
75.5909 
 
12.58013 
 
11.19379 
 
The table 4.7 indicated that the standard deviation in pre-test were 12,58013 and 
in post-test were 11.19379. it also showed that mean score of the students in pre-test 
were 51.4545 and the mean score of the students in post-test were 75.5909. the result of 
the table above showed that the mean score of students in post-test was higher than the 
mean score of students in pre-test. It concluded that using Bingo game was effective in 
teaching vocabulary. 
 
 
 
 
 
 
 
 
Table 4.8 
The paired sample statistics of Pre-test and Post-test 
Paired samples statistics  
 
Mean N Std. Deviation Std. Error Mean 
Pair 1 Pretest 51.4545 22 12.58013 2.68209 
Posttest 75.5909 22 11.19379 2.38652 
 
The table paired samples statistics of pre-test and post-test above indicated that 
value of standard devination in pre-test was 12.58013 and 11.19379  in post-test. The 
table above also shows that mean score in pre-test was 51.4545 and it post-test was 
75.5909. if could be concluded that students score improved 51.4545 to 75.5909. 
Table 4.9 
Paired sample correlations 
 
 N Correlation Sig. 
Pair 1 pretest & posttest 22 .160 .477 
 
The table 4.9 paired samples correlation of pre-test and post-test above 
precented that the correlation of the students ability before and after treatment was 
0.160 . it mean that there was significant correlation of students’ ability in teaching 
vocabulary through Bingo game before and after treatments.  
 
 
Table 4.10 
 
 
 
 
The paired samples Test of Pre-test and Post-test 
Paired Samples Test 
 
 
Paired Differences 
T 
D
f 
Sig. 
(2-
tailed) Mean 
Std. 
Deviatio
n 
Std. 
Error 
Mean 
95% Confidence 
Interval of the 
Difference 
Lower Upper 
Pair 
1 
pretest 
– 
posttes
t 
-24.13636 15.44359 3.29258 
-
30.98367 
-
17.28906 
-7.331 
2
1 
.000 
 
The hypothesis was treated by using SPSS 22. In this case, the researcher used t-
test (testing of significance) for paired sample t-test to know the significance difference 
between the result f students’ mean score in pre-test and post-test. 
The result of statistical analysis for level of significance 0,05 with degree of 
freedom (df) = N-1, where N = 22, df = 21. The probality value was smaller than alpha 
(α) 0.00<0.05. it means , the alternative hypothesis (HI) was accepted and the null 
hypothesis (H0) was rejected. So the conclusion is there was a significance difference in 
teaching vocabulary before and after using Bingo game. There for, the researcher 
concluded that Bingo game can increase students’ vocabulary mastery of the students’ 
of the eight grade of SMP 5 Palopo. 
 
 
 
 
 
 
 
 
B. Discussion  
The Analysis students of SMP Negeri 5 Palopo in teaching English the 
researcher found that the students’ had less interest in teaching vocabulary because the 
mastery vocabulary still low. So the students’ still difficult to master their vocabulary.  
Teaching young learners are more difficult than teaching teenagers or adults 
because young learners are very easy to be bored. so, the researcher combination with 
game. The using game will make them easier to remember, understand and recognize 
the vocabularies that will be used. Young learners can be categorized as kindergarten or 
junior students. Game is thing interest to be done, entertain. Game will be interesting 
since it more complete challenge. 
The first basic in mastering English language is vocabulary, in mastering the 
English skill the basic thing that students have to learn and understand is  vocabulary 
because vocabulary is a key to learn any language. Its easier to use game and can makes 
the students feel enjoy in learning vocabulary and it will be easy for them to acquire the 
lessons. 
This section presents the research result of data analysis of the findings. It 
discussed the used of vocabulary through Bingo game at class VIII.E students from 
pretest to posttest. Before giving treatment there 1 student who got good score, 7 
students who got enough score, and 6 students who got less and 8 students who got 
failed. After giving treatment there were 12 students who got very good score, 4 
students who got good score and 5 students who got enough score, and 1 student who 
got less score. It shows that after giving treatment through bingo game score of students 
 
 
 
 
was better than before giving treatment. It can be said that there were difference 
significance of results of the vocabulary through bingo game. 
The mean score of the students post-test (75.5909) was higher than the mean 
score of the students pre-test (51.4545). it mean that after giving treatment is better that 
before. Teaching vocabulary through Bingo game is one effective and an interesting 
way that can be applied in any classroom. Bingo game not only fun but make the 
students enthusiasm for learning.  
The data above, researcher concluded the application of Bingo game in teaching 
vocabulary at SMP 5 Palopo, very good and the students not bored. the researcher found 
that teaching vocabulary through Bingo game can increasing students vocabulay and 
give motivation in learning English and also the mastery of vocabulary students can 
improve, Bingo game can be applied by English teacher as media for learning. 
The difference and the similarity between this result of the research and previous 
research findings. The first, the difference were this research used Bingo game to 
improve students’ vocabulary of the eight grade of SMP 5 palopo. While the previous 
research findings in Rofiqoh (2010) with the title application of Active learning strategy 
Ala Bingo game in direct learning to improve the result of students’ Mathematics 
learning class V SDN 013 Desa Baru. The reseracher found that the use Bingo game can 
build Mathematics learning.. The similarity was this research and previous research 
findings used the same game that is Bingo game. 
The second, the difference were this research used Bingo game to improve 
students’ vocabulary of the eight grade of SMP 5 palopo. While the previous research 
findings in Nurmiati (2013) whit the title is teaching vocabulary through Bingo game by 
 
 
 
 
using cooperative leraning. The reseracher found that using Bingo game with 
cooperative learning to improve mastery of vocabulary of students in Islamic state high 
school  in the year 2013 by using class action research. The similarity was this research 
and previous research findings used the same game that is Bingo game. 
The third, the difference were this research used Bingo game to improve 
students’ vocabulary of the eight grade of SMP 5 palopo. While the previous research 
findings in Dea Pradita Dyah Ayu Liberty Multi (2016) in her thesis entitled 
“Improving Students’ Vocabulary Mastery by Using Bingo Game. The researcher found 
that using Bingo game can to increase mastery of focabulary of students of SMP Negeri 
11 Surakarta by using class action research. The similarity was this research and 
previous research findings used the same game that is Bingo game. 
Based on explanation above, the researcher concluded that the use of Bingo 
game effective to improve students’vocabulary. This is one of game can be used in 
tecahing and learning English especially mastery vocabulary, because according to 
Finch this game have advanteges were suitable for all ages, help the students remember 
some vocabularies, It can invite students to think quickly, students work together and It 
can students to be more creative and active if used in class when teaching and learning 
process.  
 
 
 
 
 
 
 
 
 
CHAPTER V 
CONCLUSION AND SUGGESTION 
 
A. Conclusion 
Based on the findings, data analysis and discussion in the previous 
chapter, the researcher draws conclusions as in follow: 
Using Bingo game in expremental group, the researcher concludes that 
Bingo game can increase students’ vocabulary of the eight grade of SMP 5 
Palopo. Bingo game was really effective to use in learning and teaching procces 
because it made students’ active in learning. It could be proven by the students’ 
result of mean score in the pre-test was 51.4545 and the mean score of the 
students’ in the post-test was 75.5909. the mean score of post-test was greater 
than pre-test. After gave treatment to the students and based on the result of data 
analysis of the finding in chapter IV, the reseracher found that the p Value was 
0.00 and the Alpha was 0.05, therefore p<α (0.00<0.05). it proved that the 
hypothesis (H0) was rejected and hypothesis (HI) was accepted.  
 
 
 
 
 
 
 
 
 
 
 
B. Suggestion  
From the advantages of using Bingo Game in study vocabulary, the researcher 
would like to give some suggestion to be considered by English teachers af follow: 
1. For teachers  
  For the teacher, Bingo game should be considered as an alternative game to be 
used by English teachers in teaching vocabulary in the classroom. since it may be effective 
to improve students vocabulary. 
2. For  students 
  The advantage of Bingo game at students’ specially in SMP 5 palopo more 
active and not bored, so that this method give benefit which good to them. Besides give 
opportunity for more creative, can build their vocabulary. Bingo game not only teaching 
vocabulary but how to teaching work in group. 
3. For the other researcher  
  Hopefully, there will be an improvement for the next research . It is really 
possible to optimize many sectors of teaching vocabulary. They can make this study as a 
reference to conduct another research in the same field. 
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Standar kompetensi :Memahami makna kosa kata dalam bahasa inggris yang 
berkaitan dengan noun dan verb dalam berbentuk 
descriptive text melalui bingo game.   
Indikator   : memahami makna kosa kata dalam bahasa inggris yang 
berkaitan dengan noun. 
Jenis teks     : Teks descriptive pendek. 
1. Tujuan pembelajaran  
 Memahami descriptive text 
 Mengaplikasikan bingo game 
2. Nilai Karakter   
Disiplin, terampil, kerja keras, mandiri, dan rasa ingin tahu. 
3. Materi pembelajaran 
 Descriptive text 
Descriptive text adalah teks yang digunakan untuk 
menggambarkan tempat orang atau benda tertentu. Teks ini hampir sama 
dengan teks report. Ciri yang membedakan keduanya adalah teks 
descriptive focus pada hal tertentu.  
Adapun generic structure of discriptive teks are: 
1. Identification : introduce who, where, or what is being described. 
2. Description    :  # Part  : size, volume, body. 
             # Quality  : standard, superiority 
            # Character  : attitude, behavior, act. 
 Characteristic dari Decriptive text : 
 Discriptive text menggunakan simple present tense 
 Discriptive text menggunakan berbagai jenis kata sifat. 
 Penyusunan descriptive text harus disesuaikan dengan keadaan 
sebenarnya. 
 Descriptive text menggunakan kalimat yang akurat dan daat dipercaya. 
 Descriptive text juga menggunakan kata keteranagan yang lainnya untuk 
mendukung validnya informasi yang diperoleh. 
 
 
 
 
Rencana Pelaksanaan Pembelajaran 
(RPP) 
Sekolah       : SMP Negeri 5 Palopo 
Materi      : descriptive text (describing animal) 
Mata Pelajaran: Bahasa Inggris 
Pertemuan : Pertama 
 
 
 
 
 
 Kegiatan Pembelajaran 
 
1. Kegiatan Pendahuluan (5 menit) 
a. Mengucapkan salam dan berdoa 
b. Mengecek kehadiran siswa 
c. Siswa diberikan penjelasan mengenai tujuan pembelajaran atau kompetensi 
yang akan dicapai. 
2. Kegiatan Inti (65 menit) 
a. Siswa mendengarkan penjelasan materi tentang descriptive text (describing 
animal)  
b. Siswa dibagi dalam beberapa kelompok, setiap  kelompok terdiri atas 4 siswa 
c. Siswa di beri kertas lalu siswa membuat tabel 3x3. Lalu siswa diminta mengisi 
kotak tersebut dengan angka 1- 9 secara acak. 
d. Guru memberikan kosa kata kunci untuk mendescripsikan binatang. {e.g. it 
has... its eats... its fur... it lives...its color is...  guru bersama siswa mencoba 
mendeskripsikan (latihan pelafalan) 
e. Guru membaca pertanyaan berdasarkan nomor. 
f. Guru  Memberikan kesempatan kepada siswa untuk memikirkan dan 
menyebutkan kata yang berhubungan dengan topic.  
g. Jika satu kelompok mencapai tiga jawaban dengan benar dalam satu baris 
(secara vertikal, horizontal dan diagonal) maka kelompok dapat berteriak “ 
BINGO” dan pertandingan berlanjut hingga 9 ruang terisi. 
3.   .Kegiatan Penutup (10 menit) 
a. Guru Menyimpulkan materi pembelajaran 
b. Guru menanyakan kepada siswa kesulitan dalam meningkatkan kosakata  
c. Mengucapkan salam dan berdoa 
 
4. Penilaian  
Teknik penilaian  
NO Aspek yang di nilai  Teknik penilaian  Waktu penilaian 
1 Pengetahuan Tes individu 
2 Menyelesaikan 
tugas terstruktur 
Tertulis/penugasan individu 
 
 
 
 
 
 
 
 
 
 
 
 
5. Media, alat dan bahan sumber belajar 
 
Sumber/Media Pembelajaran  
 kertas 
 kamus 
   
 
 
Mengetahui,      Palopo, .. ,..  2018 
Guru bidang study           Mahasiswa  
 
 
 
MATIUS KENDEK S.pd    ASRIANI TAHIR 
NIP 19660211 198903 1 005    NIM 141630018 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
     
 
 
 
 
Standar kompetensi :Memahami makna kosa kata dalam bahasa inggris yang 
berkaitan dengan noun dan verb dalam berbentuk 
descriptive text melalui bingo game.   
Indikator   : memahami makna kosa kata dalam bahasa inggris yang 
berkaitan dengan noun. 
Jenis teks     : Teks descriptive pendek. 
1. Tujuan pembelajaran  
 Memahami descriptive text 
 Mengaplikasikan bingo game 
2. Nilai Karakter   
Disiplin, terampil, kerja keras, mandiri, dan rasa ingin tahu. 
3. Materi pembelajaran 
 Descriptive text 
Descriptive text adalah teks yang digunakan untuk 
menggambarkan tempat orang atau benda tertentu. Teks ini hampir sama 
dengan teks report. Ciri yang membedakan keduanya adalah teks 
descriptive focus pada hal tertentu.  
Adapun generic structure of discriptive teks are: 
1. Identification : introduce who, where, or what is being described. 
2. Description    :  # Part  : size, volume, body. 
             # Quality  : standard, superiority 
            # Character  : attitude, behavior, act. 
 Characteristic dari Decriptive text : 
 Discriptive text menggunakan simple present tense 
 Discriptive text menggunakan berbagai jenis kata sifat. 
 Penyusunan descriptive text harus disesuaikan dengan keadaan 
sebenarnya. 
 Descriptive text menggunakan kalimat yang akurat dan daat dipercaya. 
 Descriptive text juga menggunakan kata keteranagan yang lainnya untuk 
mendukung validnya informasi yang diperoleh. 
 
 
 
 
 
Rencana Pelaksanaan Pembelajaran (RPP) 
 
Sekolah       : SMP Negeri 5 Palopo 
Materi      : descriptive text (describing fruit) 
Mata Pelajaran: Bahasa Inggris 
Pertemuan : kedua 
 
 
 
 
 
 Kegiatan Pembelajaran 
 
1. Kegiatan Pendahuluan (5 menit) 
a. Mengucapkan salam dan berdoa 
b. Mengecek kehadiran siswa 
c. Siswa diberikan penjelasan mengenai tujuan pembelajaran atau kompetensi 
yang akan dicapai. 
2. Kegiatan Inti (65 menit) 
a. Siswa mendengarkan penjelasan materi tentang descriptive text (describing 
fruit)  
b. Siswa dibagi dalam beberapa kelompok, setiap  kelompok terdiri atas 4 siswa. 
c. Siswa di beri kertas lalu siswa membuat tabel 3x3. Lalu siswa diminta mengisi 
kotak tersebut dengan angka 1- 9 secara acak. 
d. Guru memberikan kosa kata kunci untuk mendescripsikan buah-buahan. { e.g. 
it has fresh color... big fruit... its flafour is loved by... the color is yellow...   
guru bersama siswa mencoba mendeskripsikan (latihan pelafalan) 
e. Guru membaca pertanyaan berdasarkan nomorGuru  Memberikan kesempatan 
kepada siswa untuk memikirkan dan menyebutkan kata yang berhubungan 
dengan topic.  
f. Jika satu kelompok mencapai tiga jawaban dengan benar dalam satu baris 
(secara vertikal, horizontal dan diagonal) maka kelompok dapat berteriak “ 
BINGO” dan pertandingan berlanjut hingga 9 ruang terisi. 
3.   .Kegiatan Penutup (10 menit) 
a. Guru Menyimpulkan materi pembelajaran 
b. Guru menanyakan kepada siswa kesulitan dalam meningkatkan kosakata  
c. Mengucapkan salam dan berdoa 
 
4. Penilaian  
Teknik penilaian  
NO Aspek yang di nilai  Teknik penilaian  Waktu penilaian 
1 Pengetahuan Tes Individu 
2 Menyelesaikan 
tugas terstruktur 
Tertulis/penugasan Individu 
 
 
 
 
 
 
 
 
 
 
 
 
5. Media, alat dan bahan sumber belajar 
 
Sumber/Media Pembelajaran  
 kertas 
 kamus 
   
 
 
Mengetahui,      Palopo, .. ,..  2018 
Guru bidang study           Mahasiswa  
 
 
 
MATIUS KENDEK S.pd    ASRIANI TAHIR 
NIP 19660211 198903 1 005    NIM 141630018 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
     
 
 
 
 
 
 
Standar kompetensi :Memahami makna kosa kata dalam bahasa inggris yang 
berkaitan dengan noun dan verb dalam berbentuk 
descriptive text melalui bingo game.   
Indikator   : memahami makna kosa kata dalam bahasa inggris yang 
berkaitan dengan noun. 
Jenis teks     : Teks descriptive pendek. 
4. Tujuan pembelajaran  
 Memahami descriptive text 
 Mengaplikasikan bingo game 
5. Nilai Karakter   
Disiplin, terampil, kerja keras, mandiri, dan rasa ingin tahu. 
6. Materi pembelajaran 
 Descriptive text 
Descriptive text adalah teks yang digunakan untuk 
menggambarkan tempat orang atau benda tertentu. Teks ini hampir sama 
dengan teks report. Ciri yang membedakan keduanya adalah teks 
descriptive focus pada hal tertentu.  
Adapun generic structure of discriptive teks are: 
3. Identification : introduce who, where, or what is being described. 
4. Description    :  # Part  : size, volume, body. 
             # Quality  : standard, superiority 
            # Character  : attitude, behavior, act. 
 Characteristic dari Decriptive text : 
 Discriptive text menggunakan simple present tense 
 Discriptive text menggunakan berbagai jenis kata sifat. 
 Penyusunan descriptive text harus disesuaikan dengan keadaan 
sebenarnya. 
 Descriptive text menggunakan kalimat yang akurat dan daat dipercaya. 
 Descriptive text juga menggunakan kata keteranagan yang lainnya untuk 
mendukung validnya informasi yang diperoleh. 
 
 
 
Rencana Pelaksanaan Pembelajaran (RPP) 
 
Sekolah       : SMP Negeri 5 Palopo 
Materi      : descriptive text (describing job/ profesi) 
Mata Pelajaran: Bahasa Inggris 
Pertemuan : ketiga 
 
 
 
 
 
 Kegiatan Pembelajaran 
 
6. Kegiatan Pendahuluan (5 menit) 
d. Mengucapkan salam dan berdoa 
e. Mengecek kehadiran siswa 
f. Siswa diberikan penjelasan mengenai tujuan pembelajaran atau kompetensi 
yang akan dicapai. 
7. Kegiatan Inti (65 menit) 
g. Siswa mendengarkan penjelasan materi tentang descriptive text (describing 
job/profesi)  
h. Siswa dibagi dalam beberapa kelompok, setiap  kelompok terdiri atas 4 siswa. 
i. Siswa di beri kertas lalu siswa membuat tabel 3x3. Lalu siswa diminta mengisi 
kotak tersebut dengan angka 1- 9 secara acak. 
j. Guru memberikan kosa kata kunci untuk mendescripsikan profesi.( e.g. the 
teach ... they work in... everyday he delivers... )  guru bersama siswa mencoba 
mendeskripsikan (latihan pelafalan) 
k. Guru membaca pertanyaan berdasarkan nomor 
l. Guru  Memberikan kesempatan kepada siswa untuk memikirkan dan 
menyebutkan kata yang berhubungan dengan topic.  
m. Jika satu kelompok mencapai tiga jawaban dengan benar dalam satu baris 
(secara vertikal, horizontal dan diagonal) maka kelompok dapat berteriak “ 
BINGO” dan pertandingan berlanjut hingga 9 ruang terisi. 
8.   .Kegiatan Penutup (10 menit) 
d. Guru Menyimpulkan materi pembelajaran 
e. Guru menanyakan kepada siswa kesulitan dalam meningkatkan kosakata  
f. Mengucapkan salam dan berdoa 
 
9. Penilaian  
Teknik penilaian  
NO Aspek yang di nilai  Teknik penilaian  Waktu penilaian 
1 Pengetahuan Tes Individu 
2 Menyelesaikan 
tugas terstruktur 
Tertulis/penugasan Individu 
 
 
 
 
 
 
 
 
 
 
 
 
10. Media, alat dan bahan sumber belajar 
 
Sumber/Media Pembelajaran  
 kertas 
 kamus 
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Standar kompetensi :Memahami makna kosa kata dalam bahasa inggris yang 
berkaitan dengan noun dan verb dalam berbentuk 
descriptive text melalui bingo game.   
Indikator   : memahami makna kosa kata dalam bahasa inggris yang 
berkaitan dengan noun. 
Jenis teks     : Teks descriptive pendek. 
7. Tujuan pembelajaran  
 Memahami descriptive text 
 Mengaplikasikan bingo game 
8. Nilai Karakter   
Disiplin, terampil, kerja keras, mandiri, dan rasa ingin tahu. 
9. Materi pembelajaran 
 Descriptive text 
Descriptive text adalah teks yang digunakan untuk 
menggambarkan tempat orang atau benda tertentu. Teks ini hampir sama 
dengan teks report. Ciri yang membedakan keduanya adalah teks 
descriptive focus pada hal tertentu.  
Adapun generic structure of discriptive teks are: 
5. Identification : introduce who, where, or what is being described. 
6. Description    :  # Part  : size, volume, body. 
             # Quality  : standard, superiority 
            # Character  : attitude, behavior, act. 
 Characteristic dari Decriptive text : 
 Discriptive text menggunakan simple present tense 
 Discriptive text menggunakan berbagai jenis kata sifat. 
 Penyusunan descriptive text harus disesuaikan dengan keadaan 
sebenarnya. 
 Descriptive text menggunakan kalimat yang akurat dan daat dipercaya. 
 Descriptive text juga menggunakan kata keteranagan yang lainnya untuk 
mendukung validnya informasi yang diperoleh. 
 
 
 
Rencana Pelaksanaan Pembelajaran (RPP) 
 
Sekolah       : SMP Negeri 5 Palopo 
Materi      : descriptive text (describing Things) 
Mata Pelajaran: Bahasa Inggris 
Pertemuan : keempat 
 
 
 
 
 
 Kegiatan Pembelajaran 
 
11. Kegiatan Pendahuluan (5 menit) 
g. Mengucapkan salam dan berdoa 
h. Mengecek kehadiran siswa 
i. Siswa diberikan penjelasan mengenai tujuan pembelajaran atau kompetensi 
yang akan dicapai. 
12. Kegiatan Inti (65 menit) 
n. Siswa mendengarkan penjelasan materi tentang descriptive text (describing 
things)  
o. Siswa dibagi dalam beberapa kelompok, setiap  kelompok terdiri atas 4 siswa. 
p. Siswa di beri kertas lalu siswa membuat tabel 3x3. Lalu siswa diminta mengisi 
kotak tersebut dengan angka 1- 9 secara acak. 
q. Guru memberikan kosa kata kunci untuk mendescripsikan benda.( e.g.always 
brings..., place save a ... )  guru bersama siswa mencoba mendeskripsikan 
(latihan pelafalan) 
r. Guru membaca pertanyaan berdasarkan nomor.  
s. Guru  Memberikan kesempatan kepada siswa untuk memikirkan dan 
menyebutkan kata yang berhubungan dengan topic.  
t. Jika satu kelompok mencapai tiga jawaban dengan benar dalam satu baris 
(secara vertikal, horizontal dan diagonal) maka kelompok dapat berteriak “ 
BINGO” dan pertandingan berlanjut hingga 9 ruang terisi. 
13.   .Kegiatan Penutup (10 menit) 
g. Guru Menyimpulkan materi pembelajaran 
h. Guru menanyakan kepada siswa kesulitan dalam meningkatkan kosakata  
i. Mengucapkan salam dan berdoa 
 
14. Penilaian  
Teknik penilaian  
NO Aspek yang di nilai  Teknik penilaian  Waktu penilaian 
1 Pengetahuan Tes Individu 
2 Menyelesaikan 
tugas terstruktur 
Tertulis/penugasan Individu 
 
 
 
 
 
 
 
 
 
 
 
 
15. Media, alat dan bahan sumber belajar 
 
Sumber/Media Pembelajaran  
 kertas 
 kamus 
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LESSON PLAN 
(Treatment 1) 
 
1. Learning Purpose 
At the end purpose of lesson student can: 
a. Memorizing vocabulary which related to the subject (Noun) 
b. Mention vocabulary which related to the subject (Noun) 
2. Learning material: 
Vocabulary which will be given is noun, they are: 
a. Cat   f.  Monkey   
b. Dog   g.  fish 
c. Elephan   h. kitchen 
d. Rabbit   i. Bird 
e. cow 
3. Method/technique: Bingo game 
4. Learning activity steps: 
a. Introduction 
1. Greeting 
2. The researcher introduction her self 
b. Core activity 
1. The Researcher prepares the material by using Bingo game 
2. The researcher divides them into some groups. 
3. The researcher tells them how to play the game. 
4. The researcher and students play the game 
 
c. Closing activity 
1. The researcher discussed the difficult vocabulary with the students. 
2. The researcher gave conclusion about the vocabulary 
 
 
 
 
 
 
 
LESSON PLAN 
(Treatment 2) 
1. Learning Purpose 
At the end purpose of lesson student can: 
a. Improving  vocabulary which related to the subject (Noun) 
b. Mention vocabulary which related to the subject (Noun) 
2. Learning material: 
Vocabulary which will be given is Noun, they are: 
a. Orange    e. Banana    
b. Mango    f. Grape 
c. papaya   g. Strawberry 
d. Apple    h. watermelon 
3. Method/technique: Bingo game 
4. Learning activity steps: 
a. Introduction: Greeting 
b. Core activity 
1. The Researcher prepares the material by using Bingo game 
2. The researcher divides them into some groups. 
3. The researcher tells them how to play the game. 
4. The researcher and students play the game 
 
c. Closing activity 
1. The researcher discussed the difficult vocabulary with the students. 
2. The researcher gave conclusion about the vocabulary. 
 
 
 
 
 
 
 
 
 
LESSON PLAN 
(Treatment 3) 
1. Learning Purpose 
At the end purpose of lesson student can: 
a. improving vocabulary which related to the subject (Noun) 
b. Mention vocabulary which related to the subject (Noun) 
2. Learning material: 
Vocabulary which will be given is noun, they are: 
a. Doctor    e.  Police 
b. Teacher    f.  Chef 
c. Army    g.  Lecture 
d. Pilot    h.  Nurse 
3. Method/technique: Bingo game 
4. Learning activity steps: 
a. Introduction: Greeting 
b. Core activity 
a. The Researcher prepares the material by using Bingo game 
b. The researcher divides them into some groups. 
c. The researcher tells them how to play the game. 
d. The researcher and students play the game 
 
c. Closing activity 
1. The researcher discussed the difficult vocabulary with the students. 
2. The researcher gave conclusion about the vocabulary.  
 
 
 
 
 
 
 
 
 
LESSON PLAN 
(Treatment 4) 
5. Learning Purpose 
At the end purpose of lesson student can: 
b. Improving vocabulary which related to the subject (noun) 
c. Mention vocabulary which related to the subject (noun) 
6. Learning material: 
Vocabulary which will be given is things in the classroom, they are: 
a. Table     f. Gadget  
b. Dress    g. Book  
c. Cupboard    h. Chair  
d. Bag    i. Mirror  
e. Newspaper  
7. Method/technique:  Bingo game 
8. Learning activity steps: 
d. Introduction: Greeting 
e. Core activity 
1. The Researcher prepares the material by using Bingo game 
2. The researcher divides them into some groups. 
3. The researcher tells them how to play the game. 
4. The researcher and students play the game 
 
f. Closing activity 
3. The researcher discussed the difficult vocabulary with the students. 
4. The researcher gave conclusion about the vocabulary.  
 
 
 
 
 
 
 
 
 
Pre-test 
Nama siswa  : 
Kelas    : 
PETUNJUK 
1. Jumlah soal adalah 30 
2. Waktu yang digunakan untuk menyelesaikan soal adalah 60 menit 
A. Translate the words bellow into indonesia! 
1. chicken  : 
2. watermelon  : 
3. Army    : 
4. cupboard  : 
5. Grape   :  
6. Banana   : 
7. Dress   : 
8. Pig   : 
9. Fish   : 
10. Nurse   :  
 
B. Fill in the blanks with suitable words in the box! 
 
Part 1 
 
 
 
 
11.  I have a ..., it’s smell and colourful 
12.  I have a favorite ... in my school. she is Asriani and she is my english 
teacher 
13. A  ... is an animal with a long tail that  lives in hot countries and it likes 
banana and likes to climbs trees. 
14. Grapes contain... 
15.  Rina has a ... she always brings it for save a book while she go to school 
 
 
 
Teacher Monkey flower  Vitamin C  
 bag 
 
 
 
 
 
 
Part 2 
 
 
 
 
My lovely pet 
 
I have a cat. He is really..., he loves to play with me and the new things that 
he found. He has orange and white(16)..., its fur is so soft. He has a 
long(17)... , It likes to play with him. he is also always  try to catch his tail, he 
has big(18)... and have mustache in his cheek Sometimes I like to hold him in 
my (20)...  
 
C. Pay attention the activities of the animals bellow. Its true or false? 
 
 
D.  Choose the correct answer by croassing (x) A,B,C and D 
26.   A ... checks up a patient 
a. farmer   c. chef 
b. doctor   d. lecture 
 
27.  Mrs. Inna is a doctor. She works at ... 
a. office    c. school  
.b. hospital    d. garden 
 
28.  A rabbit very like eating ... 
a. banana   c. chili 
b. carrot    d. bone 
 
29.  I always bring a... go to scholl. 
NO Animal Activity T/F 
21 Tiger   Bark  
22 Cat Fly  
23 Butterfly Swim  
24 Fish Fly  
25 Snake Bite  
Hand Tail   Playful   fur    
 ey s 
 
 
 
 
a. whiteboard  c.  chair 
b. table   d. book 
 
30. Orange contains... 
a. vitamin B   c. vitamin A 
b. vitamin C   d. vitamin D 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
Post-test 
Nama siswa  : 
Kelas    : 
PETUNJUK 
1. Jumlah soal adalah 30 
2. Waktu yang digunakan untuk menyelesaikan soal adalah 60 menit 
 
A. Translate the words bellow into indonesia! 
1. Pilot   : 
2. Snake    : 
3. Tiger    : 
4. Paper   : 
5. orange   :  
6. Banana    : 
7. bowl   : 
8. Pig   : 
9. Fish   : 
10. Doctor    :  
 
B.  Match the jobs with their description below : 
 
11.     is a person who flies airplane. 
 
12.     is a person who help sick people. 
   
13.     is a person who catches criminals. 
 
14.    is a person who plays music. 
 
15 .     is a person who helps sick animal. 
 
C. Fill the blank space below with right answer 
 
 
 
 
 
 
 
 
 Coconut    Grape 
  Banana     Star fruit 
   Durian 
 
 
 
 
16.  The fruit that has same form with star (....................) 
 
17. The fruit that can be used to make wine (....................) 
 
18. The fruit that has water inside it (....................) 
 
19. This fruit is monkey’s favorite fruit (....................) 
 
20. It is also called as the king of fruit (....................) 
 
D. Choose the correct answer by croassing (x) A,B,C and D 
 
21.  A... makes some food 
a. Teacher    c. Chef 
b. Doctor    d. Lawyer 
22. Banana in Indonesian is... 
a. Salak    c. Mangga 
b. Pepaya    d. Pisang 
23. Mr.Dedi is a doctor. He works in ... 
a. Hotel    c. Hospital 
b. School    d. Office 
24. We are ...  at SDN 10 Jakarta 
a. Students    c. Doctors  
b. Artists    d. Farmers 
25. We often watch ... in the evening 
a. Newspaper    c. Magazine 
b.  Radio    e. Television  
26. My mother usually slices some meat with a ... 
a. Stick     c. Fork 
 
 
 
 
b. knife    d. Spoon 
27. To cover your head, you need... 
a. Sandals    c. Clothes 
b. Hat     d. Shoes 
28.  A lion is ..., but an elephant is bigger than a lion. 
a. Small    c. Short 
b. Big     d. Tall 
29. An ant is ... than a butterfly 
a. Big     c. Small 
b. Bigger    d. Smaller 
30. The name of fruit, expept... 
a. Banana    c. Milk 
b. Watermelon    d. Orange 
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